THE GAME 




WARRANTY NOTICE 

Sierra On-Line wan<s your eontinued businass. II you fH< out tbe enelosed 
produet regt\tra!ion eard and return it to us (we hava already paid tbe postage). you 
are eovered by our warranty. If your disk shouid taii within 90 days. retum it to your 
dealer or direetiy to us, and we will repiaee !t free. After 90 days. enelose $5 and 
retum the disk direetly to us. Sorry, without the registration eard you are not 
eovered by the warranty. 

SiERRA ON LIHF. !NC. 365TS Mudge Raneh Road, Coarsegold. CA 93614 


UNAUTHORI2ED COFYiNG OF THESE 
PROOUOTS IS A ViOLATtON OF FEDERAL LAW. 
-TiTLE 17 u s. ■ CODE. SEOTION 506.) VIOLATION 
MAY CARRY A FINE OF UP TO $50.000. OR 
IMPRISONMENT. OR BOTH. 


TM designates trademark of SIERRA ON LINE, INC. 



TM 


ATARI VERSION 
BY PETER OLIPHANT 



Adventures have never been so hot or so dangerous!! While he eools off sizzling hot 
plates, fireballs and hot and eold running springs try to dissolve him. 

But, he has Super PowerS“He’s Mr. Cool. He ean turn those fireballs into snowballs. But, 
beware!! Cooling off hot plates is no easy task. 

The everlasting fire is waiting below. So be nimble; avoid the hazards of the furnaee, and 
don’t let the eloek run out. Good luek!! 

LOADING INSTRUCTIONS 


ROM Cartridge 

1. Remove all eartridges from the eomputer. 

2. Plug your joystiek in Port #1. 

3. Insert your MR. COOL ROM eartridge into your Atari: Center Slot (400); Left Slot 
(800); Slot on left side (1200). 

4. Tum the power on to the eomputer and monitor. 

5. Demo Mode begins one minute after banner (title) page appears if no keys are 
pressed; new game begins every 30 seeonds. 


JOYSTICK CONTROLS 



Use diagonal movements to move Mr. Cool. 


FUNCTION KEYS 

◄ START^ To Start and Restart game. 

◄ANY KEY^ To Pause game. Restart with joystiek after Pause. 

Push Joystiek Diagonally (aetion) 

Push/Pull Nondiagonally (no aetion) 

OBJECT OF THE GAME 

The objeet of the game is to mateh the eolor of the plates with the eolor of the top border 
of the playing field before the end of the round. You start out with four (4) lives (eubes). 

SUPER COOL TIME 

Get Super Cool Time by pushing button on joystiek. Super Cool Time lasts 15 seeonds. 
Fireballs turn into snowballs; the hot springs lose their tails, stop glowing, and turn green. 

Now the tables are turned, and Mr. Cool absorbs snowballs and springs for points or 
possibly a eube. They will stay away for a longer period of time than when they normally 
disappear. 



LEVELS AND ROUNDS 

Eaeh level has 15 rounds. Fireballs get faster with eaeh level. Levels go on forever. 


FIREBALLS (6) 

One for eaeh row except top row. 
They move from side to side at 
various speeds. 


SPRINGS (4) 

Appear at random in Round #2, 
Level #1; they enter from top, move 
downward, and may jump into the 
fire. 


SOORING 


Landing On a Hot Plate: 


Plate loeked in 

0 Points 

Plate two eolors away from target eolor 

10 Points 

Plate one eolor away from target eolor 

20 Points 

Plate is target eolor 

30 points 

Absorption During Super Cool: 


1 st Snowball 

100 Points 

2nd Snowball 

200 Points 

3rd Snowball 

300 Points 

4th Snowball 

400 Points 

5th Snowball 

500 Points 

6th Snowball 

600 Points 

Eaeh Spring 

200 Points 

Bonus Value 

Starts at 1000 Points 

inereased eaeh round 200 Points 

Maximum of 9000 Points 

Dissolved Spring (Within Time Clock) 

1000 Points 

Round Finished (Within Time Clock) 

Bonus Value 

For every 20,000 Points 

One Bonus Cube 


Up to 9 eubes ean be stored. 

Highest Seore and Highest Round 

If both are reaehed during same game, they will appear with asterisks (*) (and will be lost 
if eartridge is restarted). 
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